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What is Ludology?
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Logos (Greek) = reason, science

Ludus (Latin) = game

Ludology = scientific analysis of game
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Historical Studies of Ludology
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m Stewart Culin, Games of the North American Indians: v 1: Games of

Chance & v 2: Games of Skill (1907)

m Johan Huizinga, Homo Ludens: A Study of the Play-Element in Culture
(1938)

= John von Neumann & Oskar Morgenstern, Theory of Games and
Economic Behavior (1944)

m Roger Caillois, Man, Play and Games (transl. in 1961)
= E.M. Avedon & Brian Sutton-Smith, The Study of Games (1971)

Rise of Game Studies
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Ludological Efforts
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Design Research
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Key Areas of DR & GDR

O Key Areas of Design Research
m Research into design
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O Key Areas of Game Design Research

m Research into game design
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Origins of Game Design
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m Characteristics of a craft product:
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m Characteristics of a designed product:
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Making Design Principles Explicit

Examples of Ludological Methods & Tools
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m Chris Crawford “The Art of Computer Game Design” (1984)
= Greg Costikyan “I Have No Words & I Must Design” (1994)

= Robin Hunicke, Marc LeBlanc and Robert Zubek “Mechanics,
Dynamics, and Aesthetics” Framework (2001)

= Doug Church “Formal Abstract Design Tools” (1999)
= 400 Project
m Ernest Adams and Andrew Rollings “Game Design” (2003)

m Tracy Fullerton, Christopher Swain & Steven Hoffman: Game
Design Workshop: Designing, Prototyping, and Playtesting Games (2004)

= Steffen P. Walz

= Bernd Kreimeier “Case for Game Design Patterns” (2002)
= Katie Salen & Eric Zimmerman, “Rules of Play” (2004)

= Aki Jarvien, “Games without Frontiers”

Chris Crawford

Greg Costikyan
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= 1% (Representation)

» %28 (Interaction)
= 25 (Conflict)
= QHHA (Safety)
O See also, ‘Chris Crawford on Game Design” (2003)

http:/ /www.vancouver.wsu.edu/fac/peabody/game-book/Chapterl.html
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Decision making

Goals

Opposition

Managing resources
Game tokens

Information




MDA Framework

O Robin Hunicke, Marc LeBlanc, Robert Zubek, ‘Mechanics,
Dynamics, and Aesthetics’ Framework (2001)
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Sensation, game as sensory pleasure
Fantasy, game as make-believe
Narrative, game as drama
Challenge, game as obstacle course
Fellowship, game as social framework
Discovery, game as uncharted territory
Expression, game as self-discovery
Submission, game as pastime

Formal Abstract Design Tools
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400 Projects
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® An imperative statement of the rule
m A description of the domain of the rule
m Rules which take precedence over the rule
= Rules that the rule takes precedence over
m A description of examples and counter-examples
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Ernest Adams & Andrew Rollings
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m Core mechanics
m Interactivity

= Storytelling

= Narrative
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Game Design Workshop

O Tracy Fullerton, Christopher Swain & Steven Hoffman,
‘Game Design Workshop: Designing, Prototyping, and
Playtesting Games’ (2004)°l| A A| A g+ 7]+ %] Q1 87}4] Q.4
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= 774 (Procedures)
= 7% (Rules)

m 2] 42 (Resources)
= 25 (Conflicts)

= 73 Al (Boundaries)

= Z 3} (Outcomes)
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Steffen P. Walz
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Game Design Patterns

O Bernd Kreimeier, ‘Case for Game Design Patterns’ (2002)
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= They should relate to game design
= Have utility as a tool
m Be abstract
u Be formalized
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Katie Salen & Eric Zimmerman
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= Formal (rules etc.)
= Experiential (e.g. player behavior)
® Cultural (social aspects)
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AKki Jarvinen
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